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Their ancient culture is now extinct and iorqotten. 

The straqqlinq remnants of the race are plunqed into a Dark Rqe of iqnorance, 
clinqinq to landmasses that have escaped the drowninq oi their world. 

Yet amidst the blackness oi ruin, a sinqle briqht hope reappears in the iorm 
oi the qlowinq Sceptre. 

Devastated bq the conflict between the flrmq oi the Empire oi Sorcerq, and the 
flrmq oi the Federation oi Spirits, cauqht between the indiqo skq and the deep 
blue sea, a civilisation sinks slowlq toward despair. 

SETTINGUP '1^' — 

Set up qour PlaqStation® accordinq to the instructions in its Instruction 
Manual. Insert the GRflNSTREflM SAGfl TH disc and close the disc cover. 

Turn qour PlaqStation® ON at the POWER button. It is odvised that qou do 
not insert or remove peripherals or Memorq Gards once the power is turned on. 
Make sure there are enouqh iree blocks on qour Memorq Eard before 
commencinq plaq. 

PL££IS£ NOT£: fill screenshots for this manual hove been token irom the 
Enqlish version oi this qome. Some screenshots miqht displaq pre-completion 
screens that differ sliqhtlq from those in the finished qome. 


HISTORY: 

A DYING WORLD OF FOUR CONTINENTS 
A Clash of Cultures 


The time: a hundred years before the events of this Saqo... 

The world was on the verge of destruction, ravaged bg a war resulting from 
intolerance. Two foolish notions, unable to accept the differences between their 
cultures, hod chosen to enqaqe in violent conflict. Gach side named itself after 
the magic on which its culture was founded, one beinq the Imperial Wizardry, 

and the other, the Allied Spirit Army. 

The fiqhtinq escalated, and the two exhausted powers became locked in a 
stalemate. Neither was able to win or to bock down, and it seemed that oil 
would be lost. However, the Imperial Wizardry unlocked the seal on a 
prohibited maqical super-weapon, destroying the central driving force, the 
source of the Rllied Spirit Army's maqic power. No one knows whether this 
happened by mistake, or whether the human race deliberately tried to destroy 
itself. However, the moqic weapon completely pulverised the subterranean water 
channels in the land of the Rllied Spirit Army. This caused a terrible upheaval 
in the earth's crust and knocked the planet off its axis, resulting in the polar 

ice-caps melting into the seas. 


The Wisemen 


This crisis had not been entirely unforeseen. The Four Wisemen, oliqned neither 
with the Imperial Wizardry nor with the Allied Spirit Army, had found a way 
to aid humanities survival. Usinq the power of a maqical control tower, named 
Airlim, the Wisemen chose four continents, each beinq the locus of a sacred 
power, and caused these continents to rise and float into the skq. The people 
thus saved from destruction vowed to reform their society in this New World. 

To maintain the power qronted by Airlim, and ensure that the continents were 
held aloft indefinitely, they hod to hold a ceremony each year. This annual 
ceremony had to be performed by one of the Wisemen descendants, versed in 
the ancient knowledqe embodied in the four Maqic Orbs and the Spirit Chant. 

But many years have passed since then, and it is now rumoured that the Army 
of the Cmpire of Sorcery is on the move aqoin. The Wisemen hove disappeared. 
Losinq the power to stay afloat, the four continents hove bequn slowly sinkinq. 
Between the indiqo sky above and the seo below, the world seems bound 
for destruction... 



/ ESI 

BUTTONS 


HOW TO USE THE CONTROLLER 


In this section, we shall start bq naminq the buttons used while plaqinq the qame, 
and qivinq a brief overview of what theq do. The button actions can be reconfiqured 
at the Start/Main Menu, but the actions detailed in this manual are the default 
actions as found at the start of the qame. More detailed information is qiven on 
the paqes that follow. The button functions are basicallq the same on the field maps 
and in battle. However, there are certain functions that can onlq be used when 

the phrase In Battle’. 


DIRECTIONAL 

BUTTONS 

LEFT 

STICK 


© BUTTON 
BUTTON 
BUTTON 
® BUTTON 


SELECT- 

BUTTON 


START 

BUTTON 


ANALOG MODE SWITCH 










NOTE: THE GRANSTREAM SAGA™ con be ploqed usinq the directional buttons or, | 
if qou are usinq an Analoq Controller (DUAL SHOCK™), the left stick. When usinq 
the left stick, ensure the analoq mode switch is on (the LED will liqht up Red). The 
vibration function of the Anoloq Controller (DUAL SHOCK) con be toqqled on or off 
in the in-qome OPTION menu (see Option in the Game Menu' for more information). 

© button: Check information / set selections 

This button allows qou to look up information about the objects that Con 
encounters. You con also use it to talk to characters. Its other function is to 
confirm or set qour selection whenever qou select an Item, a moqic spell, or a 
response to a messaqe. In battle: This button is used to attack the Cnemq bq 
wieldinq a weapon. It con also be used to input Command Strokes. See the section 
Fiqhtinq the Cnemq’ for more information. 

® button: Cancel 

After pressinq the © button to select on Item, a maqic spell, or a response to 
a messaqe, qou can use the ® button to cancel qour selection. In battle: This 
button is used to deflect the enemq s attack, usinq o shield. See the section 
Fiqhtinq the Cnemq’ for more information. 

® button: Magic 

This button is used to emploq moqic. See the section on Maqic’ for more information, j 



© button: 

In field maps: This button is used to coll up the Menu screen. 


ID / ED buttons: Chanqp viewpoint 

Gach time qou press the OT button, qour viewpoint rotates 45 deqrees clockwise. 
Press the EH button to rotate 45 deqrees anticlockwise. Press the ra button 
and the ED button simultoneouslq to return to qour oriqinal viewpoint. 

Directional buttons / left stick: Move / select 

The directional buttons / left stick are used to make Gon move, and to select 
messaqe responses, menu options and Items. Theq can also be used in flirlim to 
select a destination on another continent. In battle: The directional buttons / left 
stick con be used to dash, and to input Gommond strokes. 

SELECT button: 

Not used. 

STDRT button: 

Some function os © button. 



GETTING STARTED 

When you reach the Title Screen, press the START button on your Controller to 
access the Start/Main Menu, where you'H find the following options: 


DATA LOAD: 

START- 

BUTTON CONFIG: 

BUTTON CONFIG 


Select this to load o saved gome and recommence at 
gour most recent save point. See the section ‘Memory 
Cords - Saving and Loading further on i^his manual. 
Begin a new gome. 

Change the layout of gour Controller's functions. See 
the section Button Config' below. 


This option allows you to change the button settings as desired. On the BUTTON 
CONFIG screen, you will see on image of a Controller with the default settings 
listed and their actions as follows: 


TALK / ATTACK > © 

CANCCL / DCFCNCC> ® 
MAGIC > ® 

COMMAND > ® 

R-ROTATG > EH 

L-ROTATC > Bl 



On the bottom of the screen you will see three options. Press f / J. to hiqhliqht 
an option and press the © button to select: 

CHANGC BUTTON CONFIGURATIONS: See below. 

DO NOT CHANGC Select to return to the Start/Main Menu 

BUTTON CONFIGURATIONS: 

GO BACK: Hiqhliqht YCS and press the © button, 

then press the © button aqain to return 
to the Start/Moin Menu 

CHANGE BUTTON CONFIGURATIONS 

Press the © button to select this option. At the prompt, select YCS to chanqe 
qour button confiquration and press the © button. Now press the button qou wish 
to ossiqn to each action (e.q. press the ® button it qou wish to assiqn TALK / 
ATTACK actions to the ® button). Once qou have completed ossiqninq actions, 
select YCS to advance, or GO BACK to reassiqn actions. Finally, press the © 
button aqain to return to the Start/Main Menu 


MEMORY CARDS - SAVING AND LOADING 

PLEOSE NOTE: Do not insert or remove Memori) Cords once the power is turned 
on. Make sure there ore enouqh free blocks on your Memory Cord before 
commencinq ploq bq usinq qour Console's Internal Memory Cord manaqer ( 
the Instruction manual supplied with your console lor more information), 
your Memory Card into Memory Card slot 1 only. 

SAVING YOUR GAME 

Please note that when you wont to break off a qame, you can only save 
in certain locations such as the church, or facinq a crystal. When prompted, 
hiqhliqht YCS and press the © button to save your qame. See the sections Savinq 
Data and Crystals’ for more information. 

LOADING A SAVED GAME 

Select the DATA LORD option from the Start/Main Menu, and then press the 
START button. Three filenames will be displayed. Press f / 4- to hiqhliqht the i 
save you wish to load, then press the © button. 



ACTIONS 

Controlling Eon 

Gon is easy to control, and has o number of actions. The basics are covered here. 

MOVG: Reqordless of qour viewpoint onqle, Gon will move towards the top of 

the screen when qou press f, towards the left of the screen when 
qou press ond so forth. 

CHGCK: Bq pressinq the © button, qou can check the information on 

whatever object happens to be in front of Gon. For example, if the 
object is a chest, qou can check up on what is inside it. If a person 
is in front of Gon, qou can use this function to talk to him or her. 
V1GWP0INT: You can chanqe qour viewpoint, usinq the DO button to rotate the 
screen view clockwise, and the EXI button to rotate it anti-clockwise. 
This function allows qou to view locations not normallq visible, such as 
the back of a buildinq. 

When qou press the © button, several menu options will oppear on 
the screen. You can call up this Menu screen when usinq items or 
maqic spells, or when preparinq equipment. See the section How to 
Read the Screens later on for more information. 

Bq pressinq the ® button, qou can use whatever maqic spell qou have 
previouslq set usinq the Menu screen. For qreater convenience, qou can 
store qour most frequentlq-used maqic spells on this button. See the 
section on Maqic later on for more information. 

When qou select an Item, a maqic spell, or a messaqe response from the 
Menu screen, qou can cancel qour selection bq pressinq the ® button. 


MGNU: 


MAGIC: 


CANCGL: 


FIELDS 

Field Maps 

Towns, interiors of houses and other locations where battles do not occur are# 
called field maps. In this section, we introduce the main facilities available in the^j 
field maps. 

SQVE: Saving data 

When gou are in a field map and qou decide i)ou want to break off the game, qou J 
will need qo to the church in the town in order to save the data. The Save Data 
menu screen will appear when qou talk to the priest in the church. 
When prompted, hiqhliqht YGS and press the © button to save qour qame. 

SHOPPING: Buying Items 

When qou want to bug herbs or some other restorative Item, call in at the 
flpothecarq. To moke a purchase, use the directional buttons to select the desired 
item, then press the © button to confirm gour selection. 

SELL: Selling Items you no longer need 

Items gou no longer need con be exchanged for qems at the Pawn shop. Note 
that this is the onlg place where gou can sell Items. It s a qood idea to keep 
converting gour unwanted Items into cash. 


INFORMATION: Collecting information 

The bar is a natural meetinq-place for larqe numbers of people. Theq will exchanqe 
qossip, which can be a source of useful information. When qou find yourself stuck 
at some point in the qame, qou can visit the bar as often as qou like. 

OTHER: Other facilities 

You will find manq other buildinqs in town, such os private houses, temples, 
antique shops and the like. Some ore locked and cannot be entered, but it's worth 
tokinq a look inside whenever possible. 

Checkinq up on the contents of casks and jars 

If qou find anq casks or jars in a field map, it's alwaqs a qood idea to view 
the contents. You maq find somethinq useful inside. 







THE DUNGEONS 

Searching the Dungeons 

Inside the dunqeons are mazes and enemies determined to hinder Eon's progress. 
This section oilers some advice on the dangers that lurk there. 


MAZES: Watch out for thp mazes 
Mang oi the dungeons ore highlg convoluted mazes. You will need to keep track 
oi gour Life Points [LP] and Magic Points (MP], and gour stock oi herbs. 
Sketching a map will help prevent gou getting lost. 


ock oi 


TRAPS: Traps for the unwary 

Special traps have been placed in the dungeons to keep invaders out. Ii gou keep 
gour wits about gou, and stag on the lookout ior angthing unusual, gou should be 
able to avoid them. 

SAVE: Crystals 

Bg pressing the © button when Eon is iacing the green crgstal, gou can save 
gour data. When prompted, highlight YES and press the © button to save gour 
game. Bg pressing the © button when Eon is iacing the red crgstal, gou can warp 
Eon out oi the dungeon. 



TRERSURE: Ehests 

Bi) pressing the © button when Gon is facing a chest, you can make him take 
out whatever is inside. However, gou should bear in mind that there is a monster 
- called Mimic - which looks exactlg like a chest. 

BRTTLES: Fiqhtinq opponents 

When gou meet up with one of the various monsters that lurk in the dungeons, 
the screen will switch to a close-up view, readg for a one-to-one battle, flll out 
combat will continue until one partg succumbs. See the section Fighting the 
Gnemg' for more information. 

BATTLES 

Fiqhlinq the Enemq 

In this section, we shall start bg covering the basic actions for Gon. You would 
be well advised to master the three actions ATTACK, MOVG and GUARD. 

ATTACK: Bg pressing the © button, gou can make Gon attack his opponent with 
a weapon. The attacking methods varg according to the weapon Gon is holding, 
and the commands gou input. See the sections ‘Gguipment’ and Commands' for 
more information. 



MOVE: Eon's movements durinq bottle have no reference to the viewpoint onqle 


or the top/boltom of the screen. When qou press f, he will move forward, ond 
when qou press \, he will move backward. Please bear this in mind. 

GUARD: When qou press the ® button, Eon defends himself so that he is not^ 
damoqed bq his opponent s attack. However, Eon cannot move while performinq 
a GUARD action. Note that the opponent can also attack from the side, and that 
GUARD does not work aqainst oil kinds of attack. 

JHj 

DASH: Bq pressinq in a direction twice in quick succession, qou can make Eon • 
perform a DASH action. If qou make him dash forward and hold the button down, 
qou can make him collide with his opponent. 

MAGIG: Bq pressinq the ® button, qou can make Eon use a maqic spell that qou 
have previouslq set. Keep an eqe on the number of Maqic Points (MP) qou have left, 
and use maqic wiselq durinq battle. See the section on Maqic' for more information. 


Using Rirlim to Move Bptwppn Locations 

Airlim, staqinq afloat bq maqic, and capable of hiqh-speed movement, will surelq 
be of help to Eon in his quest. 


AIRLIM 



MAP: Moving between continents 

Once gou are inside Airlim, the name of gour current location and an image oi 
the continent is displaged on the screen. To move to o different location, use the 
directional buttons / left stick to select gour desired destination, and then press 
the © button to confirm gour selection. Inside Airlim, gou can also look up game 
hints, and save data. Use the ® button to move backwards through the menus. 
Select ADVICE if gou want HELP or to SAVE. 

The magic towpr Oirlim is 50 mptrps tall and 
15 mptrps in diamptpr. 

This magic control tower was built during the 
war, its purpose being to store and control 
the magic power of the Armg of the 
Federation of Spirits. Possessing o quasi¬ 
human persona, it operates on the basis of 
rules laid down bg the Wisemen. When the 
four Magic Orbs are aligned, Airlim is 
activated and con be moved to ang specified 
continent. Then, when the Spirit Chant is recited bg a descendant of the Wisemen, 
Airlim gives the continent energg to keep it ofloot. When oil four Jewels are 
gathered together in the hand of one person, that person is recognised as the 
master of Airlim, and has control over it. 





ADVANCED INSTRUCTIONS 

0 THE SCEPTRE 

What Exactly is the Scpptrp ? 

The Sceptre is a legendary object, a kind oi maqic wand, the remnant oi an ancient 
civilisation lost in the mists oi time. Mounted in a bracelet on Con's left arm, it 
has a will oi its own. Who knows where this mqsterious iorce will lead him? 

Eon's Ip ft arm 

Brought up bg Valos, Con has a qreen crystal which he has treasured ever since 
he was a small child, purelq as a keepsake oi his parents. Thouqh unaware oi its 
latent power, he has had it mounted in a bracelet which he never takes oii. 

Thp awakening 

Hovinq iollowed Valos to the tombs oi the Wisemen, Con attempts to touch a relic 
oi the ancient civilisation. As he does so, the crqstol on his leit arm emits a 
bright liqht. He has no idea what this means. 

Thp activation 

In the depths oi a maze, Con iinds the statue oi a kniqht in armour. Without 
warninq, it starts to move, and advances toward him. Just at that moment, the 
crqstol starts qlowinq aqain. Cnveloped in its qreen liqht, Con instantlq iinds 
himself holding a weapon, and adorned in armour! 



Restorative powers 

The Sceptre possesses strange powers enablinq it to restore destroged objects 
from their remains, and to copg and memorise all sorts o( things. These powers 
will be useful to Gon in the course of his quest. 

Weapons 

The Sceptre has the power to restore miqhtg weapons and suits of armour created 
bg the ancient civilisation, makinq them instantlg available. Usinq the Sceptres 
powers, Gon con take on all sorts of formidable opponents. 

Equipment and attributes 

Items of Gquipment alwags have ‘attributes’, or special properties. Different items 
of Gquipment inflict different deqrees of damaqe on the opponent, so take care 
to choose the riqht equipment to fiqht each eriemq. See the section on 
equipment' for more information. 



INFORMATION 

Haw to Read the Screens 

MAIN GAMG VIGW j 

1. LP (Life Points): The top bor shows how 
much fife force Gon has left. When the 
meter reaches zero, the qome wifi 
terminate. 

2. HP (Hit Points): The bottom bar shows 
how much physical force Gon has left. 
When the meter reaches zero owing to 
piujsical damaqe inflicted bq an opponent, 

the LP total qoes down bq one, and Gon foils down. 

3, MP (Maqic Points): This shows how much maqic power Gon. has left. Goch time 
qou use maqic, points ore used up, ond when the meter reaches zero, Gon con 
no lonqer use maqic. Note that there will be some maqic spells that require a 
minimum amount of MP and will not be available if jour MP is too low. 

A. Orientation: This Is a compass to help Gon keep his bearinqs and find his waq around. 

5. Menus: These are the Menu screens that will appear when qou press the ® 
button. Use the directional buttons to select the desired menu. 












MENU (press the ® button) 

ITEM The ITEM screen shows icons representing the items, ond the number 
oi items Eon currently holds. The directional buttons ore used to make 
selections. When the cursor is moved on to a particular icon, the name 
oi the item is displayed, alonq with o short explanation. 

EQUIP As with items, icons are used to represent weapons, armour and shields. 

On the EQUIP screen, AT stands for attacking power , and DF stands 
lor defensive power'. In each case, the number on the left shows the 
current value, while the number on the right shows the value alter damage 
incurred while using Equipment. The main section oi the screen shows all 
the items of equipment that have been stored using the Sceptre. 

MAGIC The top half shows maqic spells that can be used in field maps, while 
the bottom hall shows maqic spells that can be used in battle. An icon 
represents each maqic spell that can be used. For each maqic spell, 
there is a name and a brief explanation oi how it works, including how 
much MP will be consumed ii the maqic is used. 

STATUS On the Status Screen, LV indicates Eon’s current Level. LP stands for 
Life Points, and HP stands for Hit Points. In each case, the number 
on the left indicates the current value, while the number on the right 
indicates the maximum value. GP in the bottom right block shows the 



monetary value ( Gem Points’) of the qems currently held by Gon. The 
top riyht block shows the weapons, armour and shield which Gon is 
currently equipped with, and their attockinq power (AT) and defensive 
power (DF). In the bottom riqht block, MP shows the current number 
of Maqic Points, plus the current field and battle maqic spells selected. 

SCGPTRG This screen shows the icons and names of the jewels stored by the Sceptre. 

You can olso use it to find information about where the jewels were acquired. 


OPTIONS This screen is divided into three sections. The top section con be used 
to chonqe the speed of the messoqes. Press ^ or to hiqhliqhl the 
icon, then press the © button to set the speed: 


II 

> 

>> 

Set messaqe speed to slow 

Set speed to normal 

Set speed to fast 


The middle section allows you to quit the qame. Hiqhliqhl RGSGT and press the © 
button, then hiqhliqhl YGS and press the © button oqain to quit the current qome. 


The bottom section controls the Vibration Function of your flnaloq Controller 
(DUAL SHOCK). Use the © button to turn the Vibration Function ON or OFF. 

BATTLE MENU 

Of the six Menu screens, the SCGPTRG and OPTION screens cannot be used in 
bottle, so they ore not displayed while a battle is in proqress. The remaininq 
options remain the some as for the Field Menu. 







MAGIC 

The power of moqic is still olive in the four continents. Bq mokinq use of this 
powerful force, Eon is able to emploq a wide ronqe of maqic spells for attacking 
enemies, restorinq broken objects, and other purposes. 

How to use magic 

1 Call up the Menu 

The menu is called up bq pressinq the © button. When qou do this, the on-screen 
action pauses, so qou can take qour time. Select MAGIC from the menu, then 
press the © button. 

2 Spied a maqic spell 

Use the directional buttons or left slick to hiqhliqht the icon for the desired moqic 
spell, then press the © button to set qour selection. To exit the menu, press 
the ® button. 

3 Activate I he maqic spell 

The ® button activates the maqic spell qou hove just set. You con now activate 
it whenever qou want. There is no need to coll up the menu screen oqain, until 
qou want to set another maqic spell. 


IN BATTLE: Spells that can be used 

The spells used in (he field maps and in battle are essentially the same. The 
difference is that fewer maqic spells can be used in fhe field maps. 

Usinq up MP (Maqic Points) 

Whenever qou use maqic, qou use up a certain number of MP (Maqic Points). You 
should keep track of the number of MP qou hove left. You con also<jeplenish qour 
MP bq usinq a potion: see the Maqic List for more information. 

Learninq new maqic spells 

In addition to the spells avoiloble from the start, Eon con learn new spells bq 
qettinq hold of on item known as the Secret Stone of Antiquity'. Look out for 
other stones on qour way. 



LIST OF MAGIC SPELLS 

Gon learns manq powerful maqic spells as the saqa unfolds. This section hiqhliqhts 
just o few of them. 

SPELLS USED IN BATTLE 

The moqic spells that con onlq be used in bottle are listed below. There ore two 
main cateqories: spells used to inflict damaqe on an opponent, and spells used to 
assist Gon. 


BATTLE 

AMOUNT of MP USED 

EFFECT 

FLA MG SHOT 

15 

Releases a powerful ball of flamee 
which damaqes the opponent bq 
burninq and explodinq. 

HGAT STORM 

30 

Raises a firestorm, inflictinq 
serious damaqe on the enemq. 

FROST ARROW 

25 

Fires ice arrows in three directions. 

BLIZZARD 

60 

Throws a block of ice at qour opponent. 

LIGHTNING 

00 

Oischorqes o bolt of liqhtninq forwards. 

POWGR PLUS 

30 

Increases Gon’s attackinq power 
for a certain period of time. 

GUARD PLUS 

30 

Increases Gon’s defensive power 
for a certain period of time. 









FIELD SPELLS 


Spells used in the field maps. These spells are mainly used when movinq around in the 
dunqeons. Make use of them when qou are lost, or when qou want to avoid a light. 


FIELD 

AMOUNT of MP USED 

EFFECT 

flIRLIM RETURN 

90 

Warps Eon instontly from inside 



the dunqeons to the entrance. 

EVIL STOP 

120 

Forces a 

prowling enemy to come 

~ lz 4 


to a standstill. 

GENERAL SPELLS 


I'!.' t'lUP-iliili; ' 


Spells that can be used both in battle and in the field maps. These spells can be 
used not only in town, but also in the dunqeons, and when fiqhtinq the Enemy. 
This range of spells is useful for restoring physical strength. 



AMOUNT of MP USED 

EFFECT 

HEALING 

90 

Restores o small number of LP. 

STRONG HEAL 

70 

Restores a medium number of LP. 

MAX HEAL 

100 

Restores LP to maximum. 


These are not the only spells. There are many other maqic spells besides the ones 
introduced here. Keep your eyes open, and have a look in the shops. 










ITEMS 


USING ITEMS 

1 Call up the Menu screen 

V/hen you wont to use on item in battle, or in the field maps, start by pressinq 
the ® button. This will call up the Menu screen. Select the Item option, and then 
press the © button to confirm qour selection. 

2 Select on Item 

The Item Selection screen will show icons representing the items currently held. 
When you move the cursor on to the icon for the desired item, on explanation will 
appear in the Messoqe window. 

3 Using the Item 

When you press the © button to set the selected item (choose either USG or 
DROP), o confirmation messaqe will be displayed. Press the © button aqain. The 
Menu screen will close, and Gon will now be able to use the Item you have selected. 

Dried herbs Price: 60 qems 

These medicinal herbs can restore Gon's LP (Life Points], recovering 
approximately one third of maximum physical strength. Beinq cheap and on sale 
everywhere, this is an easy Item to qet hold of. It's a qood idea to keep some 
in reserve at all times. 





Low potion Price: 100 gems 

This is a liquid made from Sorcerer's Stone, and kept in o bottle. It can boost 
Eon's MP bq 70 points. Make a point of havinq some in reserve when qou venture 
into the deepest dunqeons, or qet reodq to fiqht a powerful opponent. 

Rnqel's Feather Price: 100 gems 

This is a maqic feather that allows Eon to warp instantly from inside the dunqeons 
back to the entrance. On flnqel s Feather can come in very useful when you run 
out of Items and physical strenqth, or when you find yourself stuck, unable either 
to move forward or retreat. 

Requiring Items 

Items can be acquired not only by purchasinq them from the Apothecary, but also 
by pickinq them up at the entrance to the dunqeons, or by fellinq an opponent. 



EQUIPMENT 


Weapons. Armour and Shields 

You con prepore Gon for battle bq equippinq him with powerful weapons, armour 
and shields (restored usinq the power of the Sceptre]. 

Don’t forqet the Equipment!! 

1 Coll up the Menu screen 

To call up the Menu screen, press the © button. Hiqhliqht the G0U1P option, 
then press the © button. The icons for the weapon, armour and shield currentlq 
held bq Gon will then appear. 

2 Select the Equipment 

Press f / ^ to select a WGRPON, or ARMOUR, or a SH1GLD. Hiqhliqht the 
icons for the items qou want Gon to hold in his riqht and left hands, then press 
the © button to set qour selection. 

Item combinations 

The weapons, armour and shields each have their own particular strenqths and 
attributes. Different combinations of items will produce different effects. Several 
particularlq effective combinations are covered in this section. 



ORIGINAL: The Original Equipment is the weapon and shield that Eon starts out f 
with. Although this Equipment has no special powers, it has no particular 
weaknesses either, and it is basic and easq to use. 

MAGIE: The Maqic Equipment is effective aqainst maqic attacks. The weapon 
known as Avenqer has the power to absorb the opponent's Maqic Points. 

HEAT: The Heat Equipment is desiqned to cope with heat and cold infliction. Bq 
switchinq between the weapons Valhalla and Flare Sabre’, Eon can handle both 
heat and cold. 

HEAVY: The Heavq Equipment combines defensive power with attackinq power. 
Because this Equipment is extremelq solid, it defends Eon from the opponent's attack. 




COMMAND STROKES 


What exactly are thp command strokes? 

The command strokes ore death-blows that inflict heavy domaqe on the enemy 
with one sinqle stroke. You can't afford not to master them! 

Besides the ordinary method of attockinq with a sword by pressinq the © button, 
there are special methods of attockinq by usinq the directional buttons in 
combination with the © button. These special methods are known os command 
strokes, and they hove a hiqh attockinq power. 

The attockinq method may vary dependinq on the weapon Eon is holdinq, even 
thouqh your input remains the some. 

Basic Command Strokes 

LONG SWORD STROKES 

The Lonq Sword, which is the basic weapon, is easy to handle, and also has plenty 
of ottackinq power. When fiqhtinq, take advantaqe of this sword’s extended reach. 
Lonq Sword weapons: Broadsword, Bastard Sword, Flare Sabre and others. 






NAME OF STROKE 

COMMAND 

Right diaqonal slash 

© 

Riqht horizontal slash 

<=> © 

Left horizontal slash 

<-* 

Forward overhead slash 

t © 

Continuous attack* 

© © 


’ Continuous attack 

Bt| holdinq down the © button, you can carry out o non-stop attack. This is best 
used when learning your opponent s attack patterns. 

SHORT SWORD STROKES 

Weapons of the Short Sword type are liqht and suitable (or last, nimble attacks. 
Rlthouqh their attackinq power is low, they enable Con to confuse his opponent. 
Short Sword weapons: Dirk, Gxecutor and Holy Knife among others 


NAME OF STROKE 

COMMAND 

Left-right W-slash 
Frontal Thrust 

Triple Slash 

© 

t © 

© © © 















BLUNT SWORD STROKES 

Blunt Swords have restricted movement because ot their weight, this makes them 
extremely difficult weapons to handle. However, when they hit their target they 
exert a terrific destructive force. 

Blunt Sword weapons: Battle flxe and others 


NAME OF STROKE 

COMMAND 

Vertical Slash 

Horizontal Step Slash 

© 

t © 


Advanced Command Strokes 

Each time Eon acyuires a new weapon, it enables him to use more powerful 
command strokes. These commands are difficult, but highly effective. 

LONG SWORD STROKES 


NAME OF STROKE 

COMMAND 

Windbuster 

Spinning Blow 

◄- l © 
















SHORT SWORD STROKES 


NAME OF STROKE 

COMMAND 

Z-shaped Triple Slash 
Screw Slash 

Quadruple Thrust 

«- © 

' ^ 4 ^ © 

f © © © © (keep the timinq even) 


BLUNT SWORD STROKES 


NAME OF STROKE 

- COMMAND 

Cqclone Slash 

Cross Slash 

Rollinq Slash 

«• 4 © 

... ^ 4 ^© 

f 4 «- t ©or f «- 4 ^ t © 


EXTRA INFORMATION ABOUT BATTLES 

Proqrpssinq to hiqher IpvpIs 

Rs the soqa unfolds, Gon develops as he becomes more experienced. His 
development is not represented in terms of points: instead, he proqresses to hiqher 
levels bq fulfilling certain conditions, such as successfullq qettinq throuqh specific 
events. Gach time Gon rises to a new level, his capabilities increase. 









Gems 

Whenever £on clears a hurdle, opens a chest, or vanquishes on enemq, he 
frequentlq acquires qems, which are used as moneq in the world o( the Saqa. 
These qems can be used to buq Items. 

Scpptrp Forcp 

Bq overcominq an opponent without the use oi maqic, Con can qain Sceptre Force. 
Ii he qoins Sceptre Force in more than one successive victory, chanqes will occur 
in his Sceptre and his Items. To discover what these chanqes are, qou will have 
to experience them for qourself, which means doinq qour best to acquire Sceptre 
Force. Note that usinq anq Items or maqic in a battle will disqualiiq Eon irom 
qoininq Sceptre Force. You are also disqualified irom qaininq Sceptre Force bq 
sustaininq injurq in a bottle. 

GAME OVER 

When Eon's Life Points (LP) drop to zero durinq battle, the qame will terminate, 
and qou will have to qo back to the point at which qou last saved the qame data. 
You should therefore take care to save qour qame on a reqular basis. 



THE WORLD OF THE SAGA 

A View of the World and the Conditions Prevailing 


1. THE CHARACTERS 


Con Lanzard_ 

Separated irom his parents in infancy, Eon has never been 
able to find out onythinq about his own oriqins. Beinq to all 
intents and purposes on orphan, Eon was adopted bq an old 
man named Valos Lanzard, who brouqht him up to be 
couroqeous, ond encouraqed him to learn 
swordsmanship and maqic. The old man and the boq 
resided in a remote area of the continent of Shilf. 
Throuqhout Eon's childhood, there was one thinq 
that struck Valos os stranqe: the faintly qlowinq 
qreen crystal in the bracelet on Eon's left arm. 
Eon himself has no clear idea of the exact 
nature of his crystal, althouqh he thinks of it as 
a keepsake of his parents, whose whereabouts he 
has never known. Valos, however, privately 
suspects that the crystal is the leqendary Sceptre, 
and that Eon, raised in obscurity, is in fact the child 
of destiny, quided by this ancient token of maqic power. 




flrc/'o Cldppn 



Havinq lost his waq and blundered into the bock room of a church, Eon 
sees a vision of a qounq qirl. Her name is Arcia, and she is o descendant 
ol the Wiseman Zora. Havinq fled from the Empire ol Sorcerq, she had 
previouslq souqht sanctuary in the church, and had been hidden there 
bq the priest. However, she has since been captured and taken bock 
to the Empire. So bitter is her distress, that her crq lor help 
reaches Eon in the form of this apparition. 

Larampp Rpstalia 

On his waq to find Arcia, Eon 
stows awaq in a chamber in the 
airship Cude belonqinq to the air- 
pirates known as the Desbat. It is 
here that Eon meets a qirl called 
Laramee Restalia. Althouqh 
Laramee is one of the pirates i 
herself - the sister of their 
leader Slaqzer - she is 
intriqued bq Eons situation, 
and decides to help him. 




Volos Lonzard 


An archaeoloqist specialising in the archaic maqic 
civilisation. The elderlq Valos Lanzard has spent manq 

- — qears studqinq the legends surrounding the continents, 

| the relics of- the Spirits and the maqical arts oi ancient 
times. Hovinq lost his own familg in an accident, he 
* takes in the gounq orphan £on, and brings him up. 




Korkii 

Summoned irom the Spirit World at the time ol the Great 
War, and then sealed in ice, Korkq is the onlg 
Spirit beast in the world. He was discovered bg the 
Desbat air-pirates, and has lived in the Gude 
ever since, Although he normallq takes the form 
oi a small bird, his true farm is that of a qiant 
sacred bird. Like Laramee, Korkq senses something 
unusual about Gan, and takes an interest in his actions. 


4 



Slaqzpr 



Slaqzer, the brother of Loromee, is a qounq man who hos won 
fame os the leader of the Desbot air-pirates. Proud of his 
own capabilities, he is contemptuous of the Empire of 
Sorcerq because it relies on the power of an ancient 
civilisation. He looks down on Eon for the same reason. 


Gudp, flip hiqh spppd airship 


Lenqth includinq tail: 28 metres; winq span: Q2 metres 
Built to o desiqn drawn up bq Ziruas (former 
sorceroloqist of the Imperial flrmq) the airship Cude is 
capable of travellinq at ultra-fast speeds, 
bq Ziruas tn escape from the Empire, Gud 
bq the Desbat air-pirates, led bq Slaqzer 
nephew of Ziruas). 




When it was first raised aloft, the continent of Aquas 
enclosed a sacred lake. Because of its diminishing 
floating power, Aquas has drifted down from its 
original position and has been partiallg consumed bg 
the planet s polar region. This has caused the lake 


2. THE FOUR CONTINENTS 

The Four Continents have .enabled humans to survive the Great War. However, a 
dark cloud hangs over their future. 


Shilf is the Continent of Wind, where Con comes 
from. Its floating power has declined noticeablg, so 
Valos has cut ofi a portion of the continent to reduce 
its weight. Shilf is now barelg managing to stag afloat. 



Volcos 



The uninhabited continent of Zephere consists of sand 
and oxidised iron. Its existence is shrouded in 
mijsterij. The Gmpire of Sorcerq has set up a 

base here. 


The continent of Volcos has a volcano as its central 
feature. The volcano has o town on either side - an 
arranqement which maintains the balance of the 
continent. If this equilibrium is destroqed, the 
qeothermal source inside the volcano could spew 
molten lava over either of the towns. 





The Guardian 


3. THE ENEMY 



Slasher 


The Guardian resembles a kniqht in armour. Try to dodqe 
its sword thrusts, and counter-attack. When Gon is out oi 
• 4 * . strikinq distance oi its sword, it will attack usinq 

m ■J * /flT a powerful laser. 


Slasher is a lonq-armed, qrotesque monster. Its 
\ quick and nimble movements make it difficult to hit, 
^ J and when cornered, it jumps out of the waq. The best 
/ I waq to attack Slasher is with a Riqht Horizontal 

Slash usinq a Lonq Sword. 







Sorcerer 



Sorcerer's speciality is attacking at a distance, 
usinq maqic. It is probably impossible to qet the 
better of this enemq unless qou dodqe its maqic 
spells and leap riqht on top oi it. 

Vanqel, the maqic warplane 



Heiqht, lenqth and width: 120 metres 


Vanqel is the last survivinq example oi the 
maximumstrenqth warplanes mass-produced bq the 
flrmq oi the Gmpire of Sorcerq, and deploqed 
the Great War, a centurq before the events of this 
Saqa. Manufactured usinq the hiqhly-odvanced 
sorcerous technoloqq oi its time, it cannot be rebuilt, as the technoloqq has 
been lost, and the materials are no lonqer available. Maqic torpedoes ore its 
principal weapons, althouqh it is also equipped with lire-bombs. Complete with a 
dimensional-pressure barrier, Vanqel is essentially a skq fortress, with plentq oi 
attackinq power, it is able to withstand just about anqthinq, includinq draqons. 

However, due to a shortaqe oi crew, power and Sorcerer’s Stones, it is 
currentlq operatinq at onlq 40% oi its oriqinal capacitq. 






THE START OF THE SAGA 

On these paqes, we offer a few hints to help qou pass the first few areas 

of the qame. 

* After listeninq to Volos words, Gon opens the door and enters the house. Valos 

wants a cup of tea, so the first thinq Gon has to do is find the teacups. Don't 

forget to boil the water. 

* When Valos sets off to look for the missinq boq, he qoes down a ladder towards 
the centre of the ruins. Gon must follow him down the stairs. 

* Deep in the ruins, Gon will find a relic of the ancient culture. Gon touches the 
beautiful qlowinq crqstal. At this point, qou should save the data for the qame 
so far. 

* Led bq curiositq, Gon walks deep into the maze. He finds a statue of a 

kniqht in armour, which suddenly comes to life as he approaches it! Here s qour 

first battle... 




